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Hail Seeker on the Path of the. Avatar. I, Lord 
British, wekomc idee and salute thee for thy 
courage. Within these yaqes thou s halt find a(( manner 
of wisdom and information concerning the (and of 
Britannia and tht Quest of the. Avatar. Read on care- 
fully, but fiearfan well to my wards: 

Tlu one who shall tread tin. path of the Avninr to jull 
revelation is not only brave,, but honest and fitted with 
compassion for off (ivinq things. Britannia \teeds one 
who can show how to fight the- forces of IMl found both 
outside of and within the individual Our hopes and 
prayers air that thou might be the one. . . . 

For tfitfl! edijication I iuwe collected in these paaes tlie 
writings and creations of the Lycaeum's must illustrious 
cartographer, Mercator, as well as the reminiscences of 
ihc wham warriors iofo audShamino who have ex- 
plored ail of the known dungeons in the realm- Let-tftdr 
words help guide tky footsteps on thy most perilous 
auest. 




Casiies 
andTownes: 



Had Traveller, I Meraawr, wuT instruct tftee in the 
geography of our fair kndof Britannia. To begin 
with, ttwre cue but 15 fiuman settleniems, and one ruin 
of particular note* in our land. These consist of four cas- 
tles, II tovimcs, and one town* that is muaht But ruins 
in these times. Let us begin with the sea l of our 
government. 



TheCasilc 
of LordBritisft: 




The castfc of bovd British, (beafetfnmr Mtanny 
Bay in d\e very centre, of the continent, is the stead- 
™$ of our scn'eraan. VlMm its confines thou shah find 
OUT iovd himself as wed as a vnriety of personages, aflf of 
wfto may ftaw some words /or fjftaj if appwrterf prop- 
erty. Re sure to see& fielp from our sovereign shoutdyt be 
in ^^^xd. Note uttf also that the Seer Hawiwinddost 
dwtd within these, amfines, and that he shall aid thee in 
Setter tmabrstaiiriiiuj itdne own personal development A 
conversation with one Zorin may also pow- fruitful" 
whiLt in this castL Most mipartaat of speak, with 
our ficge (bn£jbr fie sfioflaul ifice in understanding the 
futf nature of tfxe quest upon which thou da&i now 
emoarL 

Should thou, or any of thy companion* it tit need of 
healing or provender, tfknyou natf acfe no farther than 
the castle of lord British, although such aid may he. 
found elsewhere in our fair (and. 



The Lycaeum: 



Here, wiifiin the hallowed [\alls of truth wherein 
dwefts thy numofc servant, tne Seekr sfiall find 
att manner of knowledge. Located on Verity Isk, which 
(ks to tfic east of the castk of our sovereign, tfic Lycaeum 
is the Scat o/aU (earning in Britannia, fwmc to an entire 
troupe oj erudite senders studying ail manner of matters 
arcane. Be sure to pay your respects to my most favored 
patron, the. Lord lereuce, and to visit tfte Britannia Ob- 
servatory wftust UtoU art nMiu tfus tiiadd of (earning. 
A wati Mth my good friend Scant may a(so prove 
helpful. 

Should any of thy numfier he in need' of the services of 
a physician, one may be found within the, wads of the 
Lytaemn. 



EmpaihAbbey: 

The Empath Abbey, found wear the Deep forest in 
Luc Ttormn-estcm part of our fair (and, is a pfnee of 
quiet not and rantemplhtian, wherein cloistered monks 
seek tne meauma of our coexistence in uus wod£ Here 
muefi can 6e teamed from the easik dwellers, for they art 
aooff-uearted and give, freely of tftemsefe, J have found 
visits with Humfocfc to be, ofpankular Ututty in the 
pursuit of (earning Be sure to visit the Oak Grow, a 
spot of wondrotts tranquility. Mark ye. wed mat all is 
not always as it might seem in the Abbey, as in otuer 
p(aces i . . even that which has the appearance of (ifeless 
matter may be of some, aid to thee in thy see&xiq. 



7 




SerpenVs Casitet 

Some of live bravest warriors in all of Britannia 
dwell and train at SerpenVs Castle, which is to be 
found on an Ufcnd to tftc soul h of the Cape of Heroes, 
Tfxe flower of Britannian youth qo to the Academy 
vvitiuTi the watts of Serpent's Castle that they might 
(earn ilic use of arms in pursuit of tfie conxmon goad. 
Tis hem that one can find knowledge or arcane treasure? 
tost to the ayes, and of an artifact most melodious that 
wouiii aid tfic true srefter. ! hi pay your respects bp Rtfarfe 
whilst in Serpent's Castle, for he is a man of some wis- 
dom. Andshouidsi thou plan to voyuae upon ific wrucrs 
of Britannia, as tnticcd "ye must to ctfmpfetr tfiy quest , 
thai pay deaf to tan woms ofNoxum audLassorru 

Tear not if ye or any of thy companions be sore. 
wounded^ for within the wafls of Serpent's Castle dw$s 
a healer most skided. 



Moongtow: 



The towne. of Moonqfow is home to the maai of 
Hritanma, Located near ihc Lytaexim on Verity 
\tk. tras tawue has bothfood and (odgitia available as 
weft as a shop wfiertin the aspiring practitioner of t fie 
mystic arts may puitfuist: the. herbs necessary for the cash- 
ing of pmverfuf eneiumnnents. There art a&o secrets 
aoout tfie use of the magical arts that may be found here 
if one speaks with the proper personages. When in the 
fair city of Moongfow, iteed the, words of Christen and 
of Cromwell, for they are both saqacious miri helpftd. 

The Inn in Moonqfow comes highly vtcommauied, as 
do the. services of {he townc's healer, should thee or thy 
companions be in 
need of aid. 




Britain 



Every high rivifuation must nave its art and music, 
and Britannia is no ozqjiiath Close by to the cas- 
tle, of Lord British lies tfte townc of Britain, where dwell 
the most skifled hards ijfffe fanc£ Tfie compassiojiaie 
ritteeury is nwst eager to help the wayfarer and will 
gladly talk to thee of thy quest if t(wu should but asJt the 
appropriate questions. Pay fieeatc the words of Sprite, 
and of a certain chtfdye might find therein. The trawffrr 
may wdl find news of fang fast artifacts in the towne of 
Britain, where the bards sing the (egeixds of limes long 
past. Listen weffto the words of Sehasiian and seek yt. 
counsel of Tnevef whilst 



m townc. 



Tftii visitor to Britain 
should take advantage of 
the fmc weapons ana 
art nour shops found 
therein to prepam fai 
travels throughout 
the (ess tame parts 
of our fair land, 
food and spirits 
may a[$o bt 
obtained 
here, and 
that is a heaier 
resident to tend the 
wounds of the brave Seeker. 
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Jfietonu 



Fotmd m the VVuariau Isles w the. west of the Cape 
of Heroes, trie towns ofjhclom is home to die 
fighters of Britannia, Here the Seeker may find u -capons 
and armour for purchase, as well as supplies for tiie jour- 
ney and a fieaur to tend to wounds. 

The citizens of jhclom know much of the ways of 
valor, and will help thee on thy quest if thou hut ask of 
them. Be surt to pay thy respects to Lord Robert who is 
£mmm to ojfler Itelpful words to travdders. Also, 'tis wise 
to corwerse with the brave Sir I Irothgar, a most valiant 
warrior whose many years have given him ihe wnsdom 
of three men. And spare a moment to chat u4th Senora 
that tfioL might leant mom oftravd in our land. 
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Yew: 




Found within tne shady proves of tfie Deep Forest, 
the town of Yew is home to the dhn'rfs oj 
Britannia, Fameff Jbr their ifurdbm and sense of justice, 
the amids ojten pass judgement on t/ie most important 
Ctoal cases oj tiie unuf. There is afso vitarinjbnnation 
aoout tne practice of tfie mystic arts to be had for the 
askina in Tew, sfioulH ye converse wit fi the rfgftt person- 
age. Ijje should haw tfm chanee, miss not an 
opportunity to chat with Pinrod, as well as with some 
oj the druids found about the townt. 

Not onfy ao tfie dmids of Tew dispense justice to heal 
the soul, but there is also a healer of tne body within the 
wnftnes oj this towne. There is in Yevv a shop where one 
might purcfiase provisions for Cong journeys as WttL 
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Minoc: 



Tfte tou-ne of Mince, situated on tfie sftores oj" Lost 
' fepe Bay on the northern wast oj Britannia, is 
fiome to tne tinkers and crafts workers of out fair fond. 
It is ftett that tfie fymdarv smith Zircon resides, whose 
metahvorfi is said to border on the mystical. Seek him in 
the Forge, wfiere fie cmraidy resides. 

'Tis said mat the wise seeker will speafi to ad who are 
encounter^ on the. pa lh of the Avatar, &ut the wiser stiff 
v. ill tiy.'.h wm*\ u"ir?it)(£ arid' wit ft Mcrida, forfiotn- 
oj tfiese snafl" provide thee with great aiaC 
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Trinsic: 



Far to tftc south of our sovereign's castle ties the 
town of Trinsk. Here the, rxdadins of Britannia 
dwell and train for their iives of howm&fe. deeds, The 
focal invent, the Tap, is famed far and wide fen its brew, 
white its paprietor is finown (iirouflftout our fair land 
as a man of areat wisdom mtjf sagacity ff tnou shcufdst 
visil Trinsie, 6c sure to have a tvorcf mtfi the Jefibw 
Atiawn 05 Kftne, for 'tis said he knows mucfito aid 
those setters on the. pain of die Avatar. And if thy aims 
be uuujicd, dim heed ye wed die Words of one Virgil, 
who is said to ftofrf vifaf information for those. wiw 
would be practitioners of the, mystic arts, 

Jrinsic is also famed for the quality of arms craficd 
their, in the Dummy VVVapcms shop 'a ndtht Armoury 
Limited. No warrior should pass up the opportunity' 
to visit these 
establishments. 




Skara Brae: 



T j thou wen to sail westward off die coast of 
JL Britannia, thou waufast find tfie island home, of the. 
RanqerSj and tne fair city of Skara Brae. Have a word 
with citizen Granted whilst uuSftara Brae, Jar 'tis said 
duti he knows much that might aid the. seeker, Tfie same 
ftalds tine for both Mitu and Presto, who can ftefp thee 
and thy companions oh thy journey with valuable, infor- 
inarion, Shcndd lime permit, do stop in and hid heUo to 
an old companion oj mine,, one Ramnseo, who is said to 
be wise in the ways of the quest Remember thai even 
inanimate objects may ojjcr dm wisdom if thou but try 
to communicate with them. There are legends of a a host 
who haunts the inn of Skara Bmc fate at nijlit. 

Should any of thy party be in need of heating, visit the 
MyMk- 1 fi'iilrr of Skara Brae. There is also an Herb Shop 
for dxose who need suppues jar the practice, of the mystic 
arts. Bi sure to visit it ivfieuin townc. 



incia: 



The former towne of Mmjinrio, whose ruins lie on 
an uncharted isk in the- deep uncharted oceans to 
the cast oj the lens of the Dead, is said to have been de- 
stroyed many ages ago for its insufferable pritfe. "Its 
ttow rumored to 6c inhabited oidy by ghosts and' f fa like, 
afmouofi many tend no credence to these legends. Nex'er- 
theless, it is indeed a site of seme historical significance, 
andslwuld be vistted by any who (mest on the path of 
the Amt£iF\ Seek ye traces of three of its former itiAdott- 
ants, Splot, BtintLTr and Casperny for they> once possessed 
vital fimnvfdm\ Also, be not in fear of some, unseemly 
behavior on the part of the legless one. 

Equip thyself and my companions well before ventur- 
ing to Muijmria, for no shops arc to be found wheie one 
can purchase fresh supplies. 
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Paws: 



ShouMst thou, in thy wanderings, come upon tfte 
towne of Paws, located in the hills to the north of 
the Fens of the Dead, be sure, to enter and visit witfi the 
udiabitants, jor much wisdom can be gained from a 
short stay there. Do <jivc your rcga\ds to tlk Lady lessa, 
who is known to have va(uah(e infornmtion for tftose 
aucsiing on d\e path of the. Avatar, and remember tfiat 
Zair the WKsc is justly so-called. 

The Falley Tavern in Paws is famed far and wide as a 
most congenial spot wherein to hoist a tan£artf, while 
the Stable in Paws is famed for its thoroughbreds. There 
is also rumored to be a special shop in the towne where 
herbs for the praetkt of magics can be purchased, al- 
though I cannot say I have ever seen such a place, with 
mine own eyes, 



Buccaneer's Dot: 



During thy travel on thy Quest oj the. Avatar, 
t/tou wilt, in all likelihood, lafa io the high seas. 
During thy smjaruuj £eep a sharp lookout far tne towne 
oj Buccaneer s Dot, said to he found on an isk south- 
southeast oj Britarmy Bay. Tfus tonne is the jreefiold of 
some utisavoury characters who fiaw, in tfie past? plied a 
trade not javourerffiy inert aiifcrs. However, tfierc are 
those, in Buccaneer's Den who understand thy quest and 
w&aid thee. Be sun to speak m&t Katjnar and with 
Snijktjjor 'tis saidtfwy know much of what most 
know naught. 

There are fine weapons to he jound in the. shops of 
Buccaneers Den, as would seem jttrma jor such a com- 
munity. Tftere art also said to he shops tontnining more 
e&otic wares for aid in suck endeavours as magic, navi- 
gation, and (hcttqrfbratwn oj the subterranean world. 
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Vesper: 



The. towne oj V&fCT, found" in tnc northeastern part 
oj our jah [and just to liic south of die. irdand 
lake, provides a wekome respite for the weary traveller. 
Its many m^^abitants are duite canaeninf and weu-verscd 
in die (ore oj Britannia ami in the wavs of the Avk.t*r* on 
die ptft of trie Avatar, Visit witfi Servile, whilst in 
towne, and I3t sure to taui to some oj the others. 

There is a special shop rumoured' to e*tst in Vesper, a 
shop where one might purciiase suppfies aruf implements 
for journeying about our {and, bodi above and oefbw die 
surface* Also, Be sure to stop in at the Ave-n-Afefor 
refreshment. 




19 



Covet 



y rri is said that aft 5&&m on tfo yaih of the A\<atar 
J- WJiSt pass tfiroiujfi, tfie gates ojf tfte tmvne of 

Ccn-E, for ifterein dwell many who hold vital informnr 
Hon for tfiost on tfe tpjest. Cove can fie found' fceywuf 
Loth Lake and thus may be reached only by darnxn cm 
ofdie^rmt wfarfpaoljs, for 'tis said tfm all that is 
dragged under 6y these, terrors sfiaft resurface in \jQ& 
Lake and wash ashan there. Cow is truly not a iavgc 
towne, hut its infiohiiants exhibit a arm deal of knowl- 
edge about the world. Virtually aff who dwelt fure can fe 
of xxistanei to thei and thy companions, should thou 
know Gut the proper question - 

IjihotL or any of thyfcSow travellers is suffering from 
wounds* pay a visit to the Heater in Cove, wltere. til suf- 
fering can fa relieved* 
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Dungeons: 
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Haif Seeker on die path of tne Avatar. As ye pre- 
pate for the uudirtp'oimd' e^pforatiotLs ritat iviff 
aid thee in thy quest, listen weil to my words, jot I 
shaft try to spare you the sirferings J and my compan- 
ions haw endured to come 6y our knowledge of the 
dungeons of Britannia* 

Firjt of off, fcnow ye that these dunaeons artfotd, 
dark caverns that fie beneath trie vm' eartft. upon whkh 
wc tread, are jutf of vermin and beasts most vile, 
as weft cis nff manner oj tne twfituwj dead and otner un- 
natural creatures. Do not ventuff into tftcm untif thou 
dost haw at feast tftree travefftna companions.' further- 
more do ni>[ vmiurc below with inadequate supplies, 
Ma£e sure that thou dost carry ample Jbodj wcaparts 
and maaicaf reagent^ for tAou vvnft not 6e aide to 
replenish ihy supplies whitst imdernrourul. 

'Tis rumored that the seven known durujeons are 
LUtcrenmnecU'd tfirouah three vast aftar rooms, fW" 
titer sauf that this system of interconnection hofds a 
part of the answer to tfty quest in its design, so heed 
wed lis fogic ijw can 

Finatfy, the last of our maps, that of tne Great 
Stygian Abyss, is not the resist of ctptoratiou 5ut 
rather was created fry means of anient enchantment 
cast by a circle cfpowerfid wizards. No person has ever 
tei in tne Abyss f and thus we are not certain if tne 
map ls accurate to any dearee. Nonetheless, we nave 
iiuiuaed it here in hopes tfioi it pjiinfit bt in some way 
representative of the horrors that await the first to ven- 
ture into the Styaian depths. Rely not too heavily on 
t/usonemapf 
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Deceit: 



The dungeon Deceit can be found on a$ma(( island 
off tfe LcxLst of Dagger Isle in the northeast earner 
of Britannia. Indeed it is a tempk oj ~ quite, in which 
{ink is as it seems, Go(d may be found in aJmndartet on 
the 4(ii Lewi", but Beware of the Mimics found in these 
depths, for they take on the. appearance of chests in 
oiier to fum hariess expfoms etise, then they treacher- 
ousfy attack. The b(ue stone may be found in the 
dungeon Deceit, somewhere on the 7th Level. Seek ye 
also tJic ATtar Room of '1 hit ft. 





Despise: 



Deep witftift the crags of the mountain ramje 
krwwni as (he .Serpent's .Spine lies the dungeon 
Despise. A seemingly featureless series of dank caverns. 
Despise houses a variety of fierce creatures that have 
strewn the hones oj many an explorer throughout the 
underground. Tftou IttttSl find tne room of serpents in 
order to gain entmuce to the Altar Room containing 
the yellow stone on the 5th Level, Care is of the utmost 
necessity on this level as there, are many perilous traps 
saittemf aBouL The Bravest explorers can gain access to 
the. Altar Room of Love if they persevere. 




Lei* A Two 
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Desiardt 



Due west of the Fens of tfk Dead, in tfa moun- 
tainous wqion in tfi£ sautfiwest pan of 
Mtannia, lies the entrance to tAc ilurigcon Dertarri*. 
The tiruve frave&r iviff find wealth aplenty on the 4th 
ievet of this villainous series of caverns, bin guardians 
of unsurpassed ferocity arc also to be found mti St& 
the attar that holds W£ red stone on the 7th fevef, and 
hie thee to the Attar Room of Courage tfiat may be 
found herein. 



I 





Level T\vo 
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Wrong: 



The dungturt of Wrong am be found on the. north- 
western sf\on of Lost Hope Bay, far to ihc north 
of the. castk of our {teat (ord. Whik this dungeon may 
seem mild to the casual observer, 'tis in truth a venxaSk 
([uaamirc of vik and treacherous traps. Use. petitmc 
caution on tfte 5tl'i Lcwf, aiul hewnrt of the one-way 
secret doors and the force fictds thai tie beyond them of 
the 6 th Lcvcf. The green none can he found an the attar 
on the 8th Level, and thou may also find the, Aitar 
Rooms of Love, and Iruth in these, depths. 




Level Oti£ EttVfl 'IYirc 
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Covetous: 



Aptly named, the dunqean Covtfoitf can he found 
on the eostmi shores of Last Hope Bay, The en- 
trant i< fi£UTt out of the. forbidding dijjfs o\ this region 
andean enfy be reached by ship. Seek it not on foot 
The 5lh Lewf of the dungeon Covetous iiohb vast 
wealth for the intrepid wpforer, 6m he wary, for the 
labyrinthine tunnels and caves are home to large num- 
bers of ferocious ores and amtge vo\i>. I lap xrithiit 
tAcse caverns, on the 7th Level rttecaftjttitf tnu orcnqe 
stone > Olid miafit a£so visit tnc After Roomj; of lx>\* 
and Courcuje if the rigors of tftc depths have not proved 
too strenuous for thy party 





LevcC Otu: Level Two 




Shame: 



Reaching tlur entrance to the dungeon Shame wi(( 
test tfiy navigator'* to tftcir fimite, for 'tis 
to ficjbuiuf ct tne fiend waters of tne Lost River, far to 
ifte nortfuvest of Britannia. Great U'caftn is to 6c liad' 
[jy tfiose ^vfio can penetrate to tfte 6 tit Lewf of tfus 
sinkhok of doom, but ifiere dwc([ crcaiwts ifxerein that 
'tis best not to speak of in public meeting pfaees, for the 
very mention of tricse beings is tikdy to cause a paiuc 
amongst tne general popu&ce, Tne seeker needoidy at- 
tain the 2nd Uvei to cncoimler tfic aftar containing the 
purple stone > but the Aitor Rooms of Truth and 
Courage summon the bravest to tne fovt'ermost depths. 





Hytftfotfi: 



The dungeon of Hytfifclfi is perhaps the tnait curi- 
ous or mysterious of underground Britannia* 
There art two cntmnees turn are fernum oj", one out in 
of the casde. of our (Wc ford, and" tfic other on the. 
l$k of the Abyss. "Yis said that the tunnets run far fa 
math the oceans and to great rfu tanas, huked, one 
mm begin at tlic very bottom of this dungeon and 
work upwards to the. surjaa, which faros one at the. 
farthest reaches of our land, There arc Altrti Rooms of 
T\ uth, Love, and Courage to he found in the depths 
here. 





fjBVt£Ott& 
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Great Stygian 
Abyss: 

Amtffojtfi Itot this dungwn tmu'f thou hast com- 
pleted alt parts of thy au&l r for only one who has 
trodden jar along the path of tfn Avatar has a hope of 
furvivimj frere. IVufy, no person fuis ewr pUimbcdits 
deaths, and we ojfjer this map only tfiran^fi tfw use of a 
great erwJmntni*rnt TncuiKwerf earlier in tftis jaumnf. 
figeiuf says tftat arte must fiofd tfk book an^f can- 
dle to even gain entrance to the Abyss. But before reach- 
ing the entrance one. must sail through the cove that is 
fitted with tiui ghost ships of Bri umuta's pirates. Try 
not this ddicatt maneuver unless thou hut found ttrc 
maqicat ship's wheel wkkk will {end strength to the 
fiwtf of thy msdt lest ye founder and become fodder for 
the finned terrors of the oceans* 

Anumq the. iates told o| the Great Stygian Abyss, the 
legend of the (adders is most curious, 'l is said that eaeh 
level of this diirujeon contains an altar where one. must 
place a stonzj whereupon, a [adder downwaids wdl 
appear. 
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Shrines: 



The bards of Britannia sina oj right shrines, one 
for each of the eight virtues of the. Avatar. The. 
seeker on the. path must visit taeh shrine. a\v£ mutate 
there, a number of times in order to reneft [he (cveCs of 
true enfiafttenmcut that ore port otto"' pa reef of tfie way 
of the Avatar. 

Meditations cj varyiiuj duration unfl darner varj'uuj 
results, He&d ye well that if thou dost in'jli 10 inuy and 
fully understand the conduct tftat becomes an Avatar 
(ho I thou must meditate often in the shrines of 
Britannia. 

Remember that once tfiou fuist eanm£ the rignt to 
seek partial avatarhoorf in one of tneeiqht virtue* that 
tJioti needs meditate upon thy endeavours to attain fuir- 
mouywi tfi tfty actions. 

Fuiatfy, 'tis worthy of nate tfiat one of the eight 
Shrines of Britannia cwb not on the material plane, 
6ut efsewfkrc* Tftis sftrine can 6e reached on(y tfirouaA 
tfte power of tfte oates. 
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